


Welcome, Commodore! 


- Before Christmas all sorts of people 
from all over the country asked us which 
computer they should buy for their fami- 
ly. That is a tough question, really. We 
have. been using TI computers, Atari 
computers, the Radio Shack Color Com- 
puter, Sinclair ZX81, and the Apple II+. 
All of them are good and all have a lot to 
offer. And I guess we all have our 
favorites. But just because we like a com- 
puter doesn’t mean that it is right for you. 

One of the biggest reasons for buying a 
certain computer is because of the pro- 
grams and support other companies pro- 
vide for the computer. If the major in- 
dependent software companies are mak- 
ing software for a computer then you can 
pretty well guess that they believe it will 
be around for a while. For example, there 
are thousands of programs around for the 
Apple II along with all sorts of accessories 
and peripherals. There is a very fast grow- 
ing number of programs for the Atari 
computers and the Timex/Sinclair com-. 
puter. There are two active magazines for 
the Radio Shack Color Computer plus 


‘~ ; - software subscriptions and shi forms of 
pppoe. 


Until recently, the Citas com- 
puters. seemed to be one of the best kept 
secrets in the Southwest. But a growing 
number of local stores and other software 
suppliers have recently begun to actively 
promote both the Commodore VIC-20 
and the new Commodore 64. This pro- 
mpted us to acquire these, particularly 
since the Commodore 64 will be offering 
a good version of Logo and the VIC-20 
offers a version of Turtle Graphics. In ad- 
dition, the major software companies are 
beginning to actively support these com- 
puters adding to their values to the buyer. 


The VIC-20 is a good little computer 
with a lot of advantages — and a few 
disadvantages. But the low cost and easy 
expandability make this a worthwhile in- 
vestment. But the real star for Com- 
modore should be the new Commodore 
64. Priced at only $595 with a number of 
built-in features, this computer provides 
an inexpensive way to get into the full 
range of business software available 
through the Z-80-based plug-in module. It 
also offers access to a wide range of ex- 
isting software available on the PET com- 


puters. And once the Apple emulator . 


comes on the market, another wide range 
of software will open up for Commodore 
owners. 


One of the first things that I noticed 
about the Commodore was the resolution 
of the screen and the outstanding sound 
effects available. High resolution screen 
graphics of 320 x 200 pixels (picture 
elements) provide great clarity. Up to 16 
colors can be used simultaneously. 

Another interesting feature of the 
Commodore 64 is its use of sprites. These 
are elements 24 pixels wide by 21 pixels 


high which can carry up to 3 colors. 


Sprites can be enlarged to twice size 


though some resolution is lost in doing 
so. Each sprite has a priority that can be 
used to make one sprite appear to move 
in front of another. And because each 
sprite is bit-mapped, the programming of 
three dimensional effects becomes quite 
easy. 

Music can be generated in ae voices, 
each with a range of nine octaves. At- 
tack, decay, sustain, and release are all 
programmable. What this means is that 
you.can have sounds fade away like a 
train passing by. In addition, you can 
select a triangular-shaped waveform, a 
sawtooth, a variable-pulse, or a noise 
waveform. For each of the three voices, 
volume can be controlled. A master 
volume control allows control of all three 
voices together. What all of this means is 
that you can make great sound effects for 
games plus write some terrific music that 


will sound as good as a lot of sound syn- 


thesizers. 
The problem with all of these great 


~ graphics and sound effects is that they are ~ 


: Update: Turtle Learning Coatse 


TLC chapters are in process all over the 
country, we arte happy to say. But a 
number of questions have arisen which 
we hope to answer here. But first, allow 
us to summarize just what the TLC pro- 
gram is. 

Turtle Learning Centers are locally 
managed chapters of the Young Peoples’ 
LOGO Association. They provide local 
groups with the opportunity to organize 
and run their own programs on their own 
computers but with the benefits of an in- 
ternational organization. In return, the 
YPLA offers the recognition of a growing 
international computer club, the achieve- 
ment programs through which members 
can earn tangible recognition for their ef- 
forts, along with monthly publications 
and substantial discounts on computer 
hardware and software. In addition, TLC 
members enjoy the benefits of the YPLA 
Software Exchange along with monthly 


issues of TURTLE NEWS. 


‘Moo’ 


A number game for the Atari Computers 


Here is a fairly simple game to type into 
your Atari computer. It is a number guess- 
ing game in which you must find the four- 
digit number that the computer has 
selected. If you selected any of the correct 
digits in the computer’s number, _ it 
awards you with Cows. If you put those 


not very easy to use. The Commodore 64 
uses PET Basic which has no commands 
for color or sound effects. This means 
these new effects have to be poked into 
memory. And this can be a totally in- 
timidating experience for novice pro- 


grammers. Also, we found that the 
peripherals are not as easy to use as other 
systems. 


Overall, however, we believe the Com- 
modore 64 to be an excellent computer 
for the money. It is obvious that Com- 
modore had to keep costs down and so 
the computer maybe isn’t all it could be. 
But considering what it does offer, 
especially with Logo, we really like it. 

If you want a thorough review of the 
Commodore 64, read the January 1983 
issue of CREATIVE COMPUTING. 
Ron Jeffries provides a comprehensive 
review of the computer with all of the 
good and not-so-good features. He rates it 
a ‘best buy”’ in its price range. 

Let me give you our experience in this 
category. We have a Commodore 64 with 
dual disks to match our other systems. 


~ Suggested retail price of the 64K system is 


There is a one-time chartering fee of 
$45.00 which includes all forms and 
enrollment costs, a copy of THE TUR- 
TLE’S SOURCEBOOK, membership 
certificates and cards, copies of the 
achievement booklets, plus the YPLA 
Software Exchange Catalog. Annual dues 
for all ages is $16.00 for which members 
receive monthly issues of our group 
newsletter, TLComputing, along with 
TURTLE NEWS. We are negotiating 
with other magazines to enhance the 
benefits of TLC membership without in- 
creasing the cost. 

Any YPLA member who joins a 
chapter will have their YPLA dues ap- 
plied to their chapter dues. For example, 
young people need add only $7.00 to join 
a chapter. Adults can apply their 
membership to an extended TLC 
memberhip. Or they may add $7.00 and 
receive all of the YPLA publications plus 
enjoy dual membership privileges. 


digits in the right position, you get Bulls. 
Go ahead. Try it. It’s fun. Thanks to 

CHAOS, the Capital Hill Atari 

Operators Society of East Lansing, MI, 

for sending this to our Software Ex- 

change. 

(See program on page 6) 
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$1395. This is considerably less than the 
TI 99/4A, Apple, and Atari 800 dual disk 
systems. It is about the same price as the 
Radio Shack Color Computer: dual disk 
system but more than the Atari 400 
system, 

And yes! Regardless of what some 
advertisers tell you, the Atari 400 will run 
quite well with dual disks. No, it won’t 
run all programs but our software ex- 
change has a large number which will run 
on the system. 

All in all, the Commodore computers 
are welcome additions to our collection. 
We look forward to working with both of - 
these computers and to expanding our 
software exchange with programs for 
both. In fact, we already have some pro- 
grams for the Commodore 64 and will be 
publishing additions to our catalog in the 
very near future. 

We'd sure like to hear from atien 
about their experiences with the Com- 
modore 64 — good and bad. We'll for- 
ward these comments on to Commodore. 
I’m sure they want to Bin oy reac- 


‘tions whatever they are. 


Chapters may set their own programs 
and financial structure. For example, in 
Florida the question has arisen over fami- 
ly memberships. Do all participating 
members have to join the chapter? 

Not as far as we are concerned. 
Subscriptions and participation in. dis- 
count and associated programs will be 
limited to the subscriber however. This 
doesn’t stop a family from attending 
meetings or participating in local ac- 
tivities though. 
CHAPTERS 
MEMBERS: | 

Members in the Dallas/Fort Worth 
area, near Washington, D.C., and New 
York City, and other parts of the country 
should keep in touch with us to learn 
more about chapters forming in their 
areas. A large number of | start-up 
packages have been sent out and as the 
new year gets under way, we expect that 
many of these chapters will be getting 
programs launched. 

Members in Mesquite, Texas, can con- 
tact the YPLA or Eastfield College Com- 
munity Service Department for informa- 
tion on forming a local chapter there. 
Bethesda, Maryland, Austin, Texas, Lub- 
bock, Texas and a number of other sites 
are looking for members. 

If you’re interested in seeking out ‘in- 
terested people in your area, let us kniow 
and we will list your address in the paper. 
We'll also send you lists of local members 
if you'll send us your local zip codes. 

Let us know how we can help you get 
your program going. 


LOOKING FOR 





“ 


- Turtle’News, Page 2 


Dear Logy... 


Dear Logy:, 

We receive a lot of letters asking all 
sorts of questions and telling us all sorts of 
things about activities all over the coun- 
try. We can’t print all of these or we 
would havé no other room in our paper. 


But we must again make an exception, 
just like we did last month with our letter 
from Missoula, Montana. This letter tells 
you how to improve the Artillery pro- 
gram we printed recently. You can get 
this through the software exchange and 
so save these instructions if you intend to 
send for the program at some point. 

This letter comes from Joe Nuvolini, Jr. 
of Colorado Springs, Colorado. 


Delta Drawing 


I almost missed the press deadline on 
this one! | got so wrapped up in wrapping 
and bouncing and designing and defining 


~ and just plain playing that I didn’t want 


to stop and tell you about it! 
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procedures. While some may have slight 
bugs or lack instructions, to the best of 
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YPLA Software Exchange. 
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Dear Sirs: 

Enjoyed my son’s copy of Turtle News. 
Recommend the following changes to Ar- 
tillery Battle program. When an eleva- 


tion ending in .0 is entered after an eleva-_ 


Lion ending in a number other than zero, 
the computer will not erase the last digit 
of the previous elevation. The reason line 
4080 changes al$ to a numeric value 
which drops the zero. The problem can 
be resolved by changing line 4080 to read 
MSG$=A1$. Furthermore the way. the 
program is written you always get 6 
enemy positions printed in lines 2150 to 
2160. This is because 2010 makes K=6. 
Changing 2010 to K = N temedies this 


problem. More corrections, the reasons 


“IT” is .Delta Drawing, a single 
keystroke program ptt out by Spinnaker 
Software Corporation, MA., for the Ap- 
ple II. Using single keystrokes, a child 
(well, ok, you adults can have your turn 
after the kids are in bed) can draw designs 
or pictures. The neat thing about Delta 
Drawing is the computer will remember 
every command and record it in a pro- 
gram. For example, if a child draws a doo- 
dle and then presses 1, she now has a pro- 
gram named ‘‘1”’ that is her very own 
doodle. She can use ‘‘1”’ in another pro- 
cedure which she will call ‘'2’’ or she can 
draw something entirely different and call 
t ‘‘2.”” She can define as many as nine 
procedures. 


youngster to simply doodle all over the 


screen, press 1 and see the computer 


repeat everything she did. . 

This is a program that puts the child’ in 
control from the very beginning and is 
easy enough for a 3 or 4 year-old to have a 
lot of fun with. It is also one that older 


Sirius Software announces new products 


A new Joyport feature offered at a lower 
price — $49.95. 

The Joyport is the most significant in- 
put device for the Apple Computer since 
the keyboard. Now you can expand the 
same paddle port to use four fully func- 


tional Apple compatible paddles and two’ 


Atari type joysticks. 

Some benefits to owning the Joyport 
are: | 

1. Two connectors to accept Atari-type 
joysticks. The Atari-type joysticks are 


read through the Apple push button in-— 


puts and react as fast as the keyboard! 

2. Two 16 pin sockets to accept stan- 
dard Apple compatible paddles, joysticks 
or any other devices designed to operate 
from Apple’s game paddle port. 

3. The Joyport eliminates the need to 
open the Apple case to switch input 
devices. Atari-type sockets are mounted 
on the front of the Joyport and the Apple 
game sockets are easily accessible under a 
convenient snap on cover. 

4. The external Joyport switches can be 
used to manually select which inputs are 
to be active. When they are set in the in- 
termediate position you can select which 
set of controllers are to be read under soft- 
ware control. This allows you to read up 
to four paddles simultaneously. 

5. Your Apple needs no modification — 


They can be saved onto — 
~ another disk and she can start over. Im- | 
agine how exciting it can be for a — 


for which are self-evident are line 2330 


should read ... else 2380 versus 2390. 


- Also lines referenced in 4280 and 4290 


should be 2345 and 2440 respectively. It 


is a good program with good graphics. 


Sincerely, 

Joseph L. Nuvolini Jr. 

RMJ Home Computer Sales © 
Colorado Springs, Colorado 80917 


Thanks, Joe. We are always looking for 


improvements to any of our programs — 
especially those that we have written. We 
welcome improvements from all of our 
members for any of our programs. Keep 
up the good work. 


children can enjoy and learn from. The 
concept of defining procedures is easy to 
grasp. It is possible to go back and edit 
procedures, shifting from a text screen to 
the graphics screen with a_ single 
keystroke. And if you have a printer, you 
can even print out your pictures or text 
with a single keystroke. 

Another fun aspect of Delta drawing is 
the fill command. The fill command 
allows you to place the cursor inside a 
shape and then fill it with color It makes 
great effects whether you have a color 
monitor, black and white, or green 
screen. The examples show several ways 
the fill command can be used. 


Bounce and Wrap are two commands | 


that cause the cursor to either wrap when 


it goes off the edges of its drawing area or 
bounce off the boundaries like a billiard | 


ball. It’s fun to define a simple program 


and then:try it in both wrap and bounce 


modes. Look at the examples with the 
hexagon in the center. Believe it or not, 
they were done with the same program, 
one in bounce and one in wrap! The fill 


the Joyport simply plugs into the existing 
Game I/O port. (Some of your software 
may have to be modified to use the Atari- 
type joysticks) — 

6. A wide variety of software is rapidly 

being developed to take advantage of the 
Joyport’s added featuers including: the 
appropriate new Sirius, Online, Gebelli, 
Continental and Micro Lab products. 
_ 7. The custom molded Joyport box is 
designed to complement the styling of 
the Apple computer. The P.C. board is 
machine wave soldered, hand inspected 
and bench tested. All components are 
the absolute best available. 

Included with the Joyport is a complete 
users’ manual. The manual includes in- 
structions for installing and operating the 
Joyport and gives source listings for 
BASIC and Pascal interface programs. 

SOFTWARE AUTHORS AND 
PUBLISHERS please write for a free copy 
of the manual. Software publishers may 
receive sample Joyports for making their 
software compatible with the Joyport. 
Write for details to Sirius Software, 
Joyport, 10364. Rockingham Drive, 
Sacramento, CA 95827. 





Step right up! Step right up! It’s new, 
CES Hae 21 Ewe © 


aMAZing! It’s. 





THE TURTLE’S SOURCEBOOK 
We want to thank all of you who have 
purchased The Turtle’s Sourcebook. 
Several of you have been kind enough to 
send your comments, criticisms, and sug- 
gestions. Most certainly we want to hear 
from you. How do you like the book? 
What problems have you encountered? 


-. How can we make the book more useful? 


We have already come across some of 
the problems and will be printing updates 
in this paper. We will also reprint any 
new ideas and new off-computer activities 
other readers send in. Please keep in 
touch so we can all make the most of 
Logo and Turtle Graphics. : 





was added for emphasis in the bounce 
program. | 
Delta Drawing comes with several cue 
cards to help youngsters get started and to 
teach them all the commands. If followed 
in sequence, each builds on the previous 
one. The cards can be used by an older 
elementary child alone. Younger ones 
will need help. But rather than give a 
specific task, allow the youngsters to ex- 
plore on their own a few commands at a 
time and challenge them by asking ques- 
tions: What would happen if...? Can you 
repeat that shape somewhere else? How 
did you do that? ... | 
The forest scene was done by Stacy 
Bearden, age 8, the second time she used 
the drawing Program. She started by 


~ defining a triangle and putting a trunk on 


it to make a tree. Then she filled it and 
defined it by pressing a number. Now 


_ every time she pressed 3, she could draw 


another tree. She decidecl to fill the 


screen with trees, so she moved the cursor — 


and planted trees everywhere. 
(See illustrations on page 4) 


WAYOUT(TM), a game so exciting that 
it can make a blind man talk, a deaf man 
see! Step right up! It includes free 
Wayout Costume Glasses and Compass! 


That’s the way kid, don’t be afraid, 
come right up here. Now put on these 
WAYOUT protective goggles. Atta 
baby! Now there’s an adventuresome 
youngster ready for a challenging game of 


WAYOUT! Here, take this Compass and 
Mapmaker and follow me. I’m gonna 
open this door and I want you to step in- 
side. See, nothing to be afraid of, just a 


little maze. What are those? Those, my 
daring young one, are Fireflies! And 
friendly Fireflies at that! There’s plenty of 


wind blowin’ through that maze and 
those Fireflies will show you which way 
it’s blowin’. OK, I’m gonna lock the door 
behind you. Now, don’t worry kid. If you 
never come out again you won’t have to 
pay me! 


Oh, I almost forgot, beware the Clep- 
tangle. He loves to sneak up from behind ° 


_and take your Compass and Mapmaker. 


Try and get out without those! And if you 
do, I’ve got twenty five other adventures 


(Continued on page 9) 
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Update: Multiple worlds of the turtle 


The cybernetic turtle has had quite an 
evolution. From an electromechanical device 
programmed to move around the floor, she 
has become a pet residing on an ever- 
increasing number of computer screens. On 
others she is a small green turtle. On still 
others, she can be made to produce all sorts 
of characters. Most often, however, she ap- 
pears as a small triangle. 

Because of the increasing number of 
telephone calls and letters that we receive 
asking about the different versions of Logo 
and Turtle Graphics available, we have com- 
piled this overview. However, this overview 
does not include two other very powerful im- 
plementations of Turtle Graphics — ATARI 
PILOT and SUPERPILOT for the Apple I] 
computer. These will be more thoroughly 
covered in future issues. 

Which version should you get? That is like 
asking us which car should you buy? As an 
ex-auto racing enthusiast, my tastes run 
towards the V-8 sports models. But my wife 
has no use for my over-powered Trans-Am. 
Donna Bearden drives a Silverado station 

_.wagon while her husband drives a_sub- 
compact. The station wagon would take her 
— family on a comfortable cross-country trip. 
The same cannot be said for five people 
riding in a subcompact for several days. 

So think about how you want to use Logo 
and Turtle Graphics. Is it just for the 
children or might you want to learn from it? 
Do you need the list processing features of 
Logo or will Turtle Graphics provide your 
children with enough of a learning ex- 
perience? Can they learn list and test han- 
dling through other languages later on? Do you 
want to write applications programs for the 
youngsters to use? Or will this be simply a 
learning language for them? Think about it. 
And then, above all, check it out first at a 
local software or computer store. Happy ex- 
plorations! : 

Now you have a choice. Parents and 
teachers who want their youngsters to 
become actively involved with computers 
now have a choice of languages through 
which they can introduce even very 
~ young people to the fun and excitement 


of personal computing. And, not too sur- 


prisingly considering the nature of the 
electronics industry, this choice has come 
about in a very short time. And, there are 
more choices on the way. 

First there was TI LOGO. Then came 
MIT Logo for the Apple II computer. 
This was followed by Apple Logo (TM) 
developed by Logo Computer Systems 
Inc. Now Logo has been announced for 
the Radio Shack Color Computer and for 
the new Commodore 64 computer. There 
is also Cyberlogo for the Apple II along 
with Delta Drawing, a turtle graphics-like 
program from Spinnaker Software cor- 
poration, and Turtle Graphics, a car- 
tridge available for the VIC-20 computer. 
Soon other versions of Logo will undoub- 
tably hit the market. 

Logo was developed at MIT as a power- 


ful educational language through which 
children could explore the computer, 
learning math, geometry, and logic 
through self-directed discovery. Initially, 
the language was implemented on a large 
computer with a peripheral keyboard 
through which children could manipulate 
an electromechanical ‘‘Turtle’”’ to draw 
pictures on large sheets of paper spread on 
the. floor. Texas Instruments Incor- 
porated and the National Science Foun- 
dation funded projects to compact the 
language so that it could be used on a per- 
sonal computer. The mechanical turtle 
has since become a_ cybernetic pet 
residing on the monitor as a_ small 
triangle. However, Logo is still a very 
memory-intensive language that requires 
additional memory in all of the com- 
puters for which it is currently available. 

The concept behind Logo and its use of 
turtle graphics is that children learn by 
doing. They devise complex tasks such as 
drawing a house. These tasks are then 
broken down into ‘‘mind-sized”’ bytes 
with which they can most easily work. 
Through simple commands such as FOR- 
WARD, BACK, LEFT, RIGHT, 
PENUP, PENDOWN, and PENERASE, 
youngsters first draw a square, then a rec- 
tangle for a door, and a triangle for a roof. 
They might add windows, landscaping 
and other features, structuring these 
components into a well-defined logical 
procedure for drawing a house of their 


Our piano now talks 


Imagine the scenario where a non-oral 
disabled person is at home and an 
emergency arises. He or she must com- 
municate with someone in another room 
or across town. But muscular control is 
very limited and it is very difficult to 
enunciate clearly. The person touches 


- some paddles glued to the keys of a sound 


synthesizer. A microphone picks up that 
sound and translates it into a computer 
commands which are fed into a modem. 
The telephone is dialed by touching 
another paddle. When the party answers, 


another paddle causes the computer’s 


speech synthesizer to repeat a 
preprogrammed message. After the party 
responds, another paddle is touched and 
the phone is automatically hung up. 
While awaiting the arrival of the called 
party, our user touches another paddle. 
The computer’s disk drive whirrs for a 
minute, the screen clears, and the Logo 
Turtle appears. By touching paddles, the 
palsy patient enjoys turtle graphics by 
playing the piano. 

In the last issue we mentioned that we 
were working with a small toy piano to 
demonstrate how voice recognition and 
synthetic speech could be effectively used 
by the speech-impaired. Now, not only 


own design. They learn to sturcture these 
components through trial and error in 
their own computer-based learning en- 
vironment. In the process, they also gain 
an instinctive knowledge of math, 
geometry, logic, and a variety of other 
subjects. More importantly, they gain im- 
mediate reinforcement of their own 
problem-solving capabilities and 
decision-making skills as they learn to use 
the computer as a creative tool of the 
mind, 

But Logo is a far more than just a 
child’s elementary language. It is much 
like the game of chess. The basic moves 
of chess are comparable to the primitive 
commands of Logo. Both can be learned 
quickly by even the very young. The real 
power of chess is the virtually infinite 
number of move combinations that are 
possible for developing innovative open- 
ing, middle, and endgame strategies. The 
power of Logo is the virtually infinite 
combination of commands through 
which users can explore the world of the 


_ computer. noah ipadaiiasis ts el hdimaleiansild 
Selecting a version of Logo is not like 


selecting a chess set, however. All of the 
pieces and moves are not necessarily the 
same from one set to another. 


TI LOGO: 

The strength of TI] LOGO is in. its 
graphic capabilities. In addition to turtle 
graphics and limited list processing 


does our toy piano talk, it dials the 
telephone, speaks emergency messages, 
and programs in Logo. 

The voice entry terminal can do 
anything that can be typed in on the 
keyboard. It can boot disks and enter 
single or multiple commands with one 
sound. The only restrictions is that any 
spoken command cannot exceed 1.5 


seconds in length. Also, it cannot exceed 


20 characters. Of course, this is where 
Logo is quite valuable Procedures can be 
of any length and then called by a one or 
two letter name. 

To bring our new members up-to-date, 
we have a 64K Apple II in which there is 
an Echo II Synthetic Speech board, an 
Apple Cat modem, and a Shadow/VET 
Voice Entry Terminal from Scott In- 
struments. Very simply, we are ex- 
perimenting with these and other off-the- 


shelf computer products te iw how the 


disabled can become productive through 
the use of personal computers. Logo is fast 
becoming an integral part of this pro- 
gram. 

The driving force behind our efforts is 
our friend, Jack Kishpaugh, a quadriplegic 
from Fort Worth. Jack is a tremendous in- 
spiration to us all. His enthusiasm and 


es « » & 





capabilities, TI LOGO offers direct access 
to 16 colors and 32 “‘sprites.”’ (A sprite is 
a graphic element 16 picture elements, or 
pixels, square. The screen is 256 pixels by 
192 pixels.) At any one time, the 32 
sprites may carry up to 26 separate 
graphic shapes that have been defined by 
the user, or those that are predefined 
within the language. 

Sprites may have independent color, 
speed, and direction. While considerably 
more complex to use than turtle graphics, 
sprites offer a wide range of graphic and 
game programming opportunities, a sub- 
ject very dear to the hearts of many young 
programmers. Indeed, the Young Peoples’ 
LOGO Association got. its start by a 
group of young people who wanted to 
design their own arcade-style games. 
Since then, the YPLA ‘‘Turtles’’? have 
developed lunar landing games, their own 
version of Pac-Man, space flight and 
target games, and a unige asteroids game. 

Graphics and games are only a small 


part of the potential of TI LOGO. The- 


YPLA has enjoyed math quiz and other 
word-oriented procedures. And while 
there are distinct advantages to having 
the very young become actively involved 
with the mathematical concepts 
discovered through turtle graphics, this 
age group can more readily identify with 
the cars, trucks, and other graphic 
elements developed through TI] LOGO. 


(Continued on page 2) 





drive drives us to do what we can. 

We've already talked about how Jack 
talked to the Apples. He is now using 
voice recognition quite effectively to 
communicate via the telephone and to 
access information networks and other 
computer-based services. We look to help 
Jack convert his mailing list to Logo so 
that he need enter only a single keystroke 
to print an envelope or label. For exam- 
ple: 

TOY 

OUTDEV | 

PRINT [DONNA BEARDEN] 

PRINT [YOUNG PEOPLE’S LOGO 

ASSOCIATION] 

PRINT [1208 HILLSDALE DRIVE] 

PRINT [RICHARDSON, TEXAS 

75081] 

OUTDEV:O 

END 


This will print an address label. But | 


what about the salutation to a letter? 
How could this be added simply? Change 
the procedure above to be called YL — L 
for Label. Now let’s write a procedure 
called YS — S for salutation. 


(Continued on page 3) 
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Preschool programmers 


Last month we asked for suggestions for 
working with preschoolers. We have got- 
ten a few responses and more questions! If 
you are working with preschoolers and 
have some good ideas to share with 
others, please drop us a line. Or if you've 
tried some things that just don’t work, let 
us know about those too. Meanwhile here 
are a few ideas. Watch for more next 
month. 

One of the ways to introduce young 
children to the computer and to com- 
puter programming is with Milton 
Bradley’s Big Trak, a programmable truck 
that uses commands similar to the LOGO 
turtle. It will go forward, backward and 
turn a specified amount. Once the 
children have learned the commands, 
they can be given specific tasks. For ex- 
ample, have the children sit in a large cir- 


cle and figure out the command to make 


| U pdate (Continued from page 1) 


There’ are those who have criticized Tl 
LOGO for its heavy emphasis on 
graphics. However, for the very young, 
there are some unique educational advan- 
tages. 


But TI LOGO is not without its disad- 


vantages. It is limited to integer math. 


Only four sprites can be carried on the _ 


screen horizontally at one time. All 
others will disappear, causing a disturbing 
graphic effect. Only one procedure can be 
loaded into memory at one time though 
that procedure can include several 


_ separate procedures In the Turtle Mode, 


the electronics of the system cause the 
Turtle to run “Out of Ink” after a 


relatively few repetitions. For example: 


TO SPIRAL :DISTANCE :ANGLE 
FORWARD :DISTANCE 

RIGHT :ANGLE’ 

MAKE “DISTANCE :DISTANCE + 1 
SPIRAL :DISTANCE :ANGLE 

2 ee 


Enter this procedure as SPIRAL 1 144 
and a black star will just about fill the 
screen before running out of ink. By ad- 
ding changing colors to the procedure, 
the program will run out ot ink much 
sooner. 

Variables assigned are global which can 
cause some confusion. Also, there are 
some inconsistencies in the same com- 
mands when used in the Turtle and 
Sprite modes. For example, in the Turtle 
Mode, SETCOLOR [6 15] tells the tur- 
tle to draw lines in red on a white 
background. However, in the Sprite 
Mode, the computer will not accept such 
an input. Only one color can be specified. 

The documentation for TI LOGO 
leaves a lot to be desired as reported by a 
variety of sources. Also, there are about 
twelve undocumented commands in the 
language including joystick commands. 
Logo procedures can be saved on disk and 
cassette tape and printed on the TI ther- 
mal printer. However, there is no way to 
printout pictures or other contents of the 
screen. 

Interestingly, while TI] LOGO does 
have some distinct flaws, most of its in- 
adequacies can be overcome by writing 


some simple procedures. Indeed, many of . 


these seeming inadequacies provide some 
of its more exciting challenges and oppor- 
‘tunities. For example, while there are no 
trigonometric functions or floating point 


~ math capabilities in TI LOGO, pro- 


the truck go across the circle and then 
back up, or go to the center, turn and 
then continue across the circle. See if the 
children can make it go to a specific place 
or person. As they learn the commands 
and begin to gain control, set up simple 
mazes around chairs and under tables. 
Find some single keystroke programs or 
write your own using LOGO. There are 
several good ones in the YPLA software 
exchange which should be available by 
the end of January. There are also several 
good ones available commercially. In a 
previous issue we talked about WSEN for 
the Atari. This issue has an article on 
Delta Drawing for the Apple. Larry 
Muller continues to refine his Toddler’s 
Turtle in both TI and MIT LOGO as he 
gets feedback from those wgho are testing 
it in preschool classrooms. TI has recent- 
ly published several single keystroke pro- 


cedures have been written using 
trigonometric formulae to draw an 
ellipse. 

Texas Instruments will introduce TI 
LOGO I] in late 1982 that will reportedly 
offer more work space in memory, ex- 
panded sprites, music, and corrections to 
some of the original list processing defi- 
ciencies. A new book is being developed 
to acompany TI] LOGO II which will 
solve the documentation problems. Also, 
TI LOGO II will offer access to RS232 
compatible printers so that procedures 
can be listed. Screen dumps of graphics 


_..will still not be available, however... 


COLOR LOGO: 

Tandy Corporation has announced 
Logo for the TRS-80 Color computer 
‘which will be available this fall. The first 
offering wil be a disk-based version of the 
language that will require a 32K machine. 
A subsequent version will be housed in a 
plug-in cartridge and will run on the 16K 
version of the Color Computer. 

Color Logo offers youngsters some uni- 
que Turtle Graphics features. However, 
because of the memory limitation, list 
processing features have been omitted. In 
addition to most typical turtle graphics 
commands and features, Color Logo of- 
fers a ‘Doodle Mode”’ for preschool and 
primary age users. This mode uses 
predefined single-keystroke commands. 
Youngsters can enter a name for their 
drawings and save them for later recall. 
This is also very useful for class activities 
in that it allows teachers to review stu- 
dent progress. The~ Doodle Mode 
remembers all of the commands written 
to produce a particular drawing. This it is 
possible to determine how well students 
have understood a particular lesson and 
whether they can translate the lesson on- 
to the screen. 

The most unique feature of Color Logo 
is the ‘SHATCH”’ command. Up to 255 
additional turtles can be created and 
given separate identities. Turtles can 
send messages to each other and operate 
independently or in unison. Any one tur- 
tle can be erased with the VANISH com- 
mand. As can be done with MIT Logo, 
the shape of the turtle can be redefined. 
By rapidly changing the turtle’s shape, a 
rudimentary form of animation can be 
developed. 

This feature allows young students to 
start with the fundamentals of turtle 


grams in a curriculum guide. © 

With single-keystroke programs and 
Big Trak, the child is immediately ih con- 
trol of the computer. He or she is making 


decisions and telling the computer what 


to do. That promotes a real sense of 
power and achievement. Children should 
never get the feeling that a machine is 
smarter than they are or that they are 
controlled by a machine. 

Off-computer activities should be used 
extensively. Such activities as parquetry 
tiles and play tiles encourage children to 
begin putting shapes together to form 
more complex designs and pictures. Play- 
ing turtle, painting pictures using only 
various sizes of one shape, string art, 
puzzles, and rhythm games are other ac- 
tivites to use. Patterns play an extremely 


important role in mathematics (and com- © 


puter programming), so activities which 


graphics and then extend these basic con- 
cepts to a seemingly endless line of 
turtles. This is in keeping with the basic 
tenets of Logo, a language without limits. 
A user can start with a simple procedure 
and then extend it to the limits of the im- 
agination. 

Color Logo is not without its problems 
and disadvantages. One is the lack of sim- 
ple list processing features. Another is the 
lack of floating point math. In that the 
company is correcting some errors found 
during the evaluation of the first offer- 
ings, it is impossible to say just what the 
final product will be like. However, it cer- 
tainly appears that Color Logo offers an 
attractive alternative for young people. 
When the cartridge version becomes 
available in early 1983, this may well be 
the least expensive step someone could 
take to enter the world of the Turtle . 


MIT LOGO: 

For those seeking a more complete 
computer language, though considerably 
more expensive than either of the two 
preivously described versions, MIT has 
licensed two companies to sell MIT Logo 
for the Apple II computer. Terrapin, Inc., 
manufacturers of the Terrapin Turtle 
(TM), offer Terrapin Logo (TM). Krell 
Software Corporation offers the same 
software in their own package. Both 
packages are compatible and both require 
64K memory. | 

Terrapin Logo is priced at $149.95 and 
comes with language disks, a Logo Utility 
Disk, and clearly the best documentation 
on the market. Their package also includes 


EdeCom ’83 announced 


EdeCom: — A National Computer 
Conference and Exposition designed just 
for educators of all levels completed its 
first conference in Los Angeles, October 
21-24. EdeCom ’82, dedicated to pro- 
viding today’s educators with the tools 
necessary to understand and meet the 
challenge of computers in education, will 


continue with EdeCom/Spring ’83 being 
held in Washington, DC, April 28-30, 


1983 and EdeCom/Fall ’83 in Los 
Angeles November 17-19, 1983. 
Throughout the three days of 


EdeCom/Spring ’83 and Ed®Com/Fall 
’83, nationally recognized educators will 
address, evaluate and analyze the 





help children begin to recognize patterns 
and develop patterns are helpful. 

We believe that if a computer is in- 
troduced in a preschool class, every child 
should be given the opportunity to ex- 
plore, play, use or work on it. Some 
schools reserve the computers for the 

“talented or gifted.’’ They’re missing a 
golden opportunity to let children begin 
to discover their own talents and gifts. 
Some will work for 5 minutes, others for 
20. Be as flexible as you can. The com- 
puter should be fun, not forced. It should 
never be intimidating. Starting 
youngsters out in situations where learn- 
ing is fun can help shape the rest of their 
lives. 

Are you working with scabachauslese) Do 
you know someone who is? We’d love to 
hear your ideas. Write to us at 1208 
Hillsdale Dr., Richardson, Texas 75081. 





‘Logo for the Apple II,”’ a book by Pro- 
fessor Harold Abelson of MIT and 
published by BYTE Publications of Peter- 
borough, New Hampshire. Also included 
is the Logo Technical Manual. 
Terrapin’s new Logo Manual is a 
welcome addition to this growing field in 
that it provides a comprehensive guide to 
the language usable by all ages. It starts 
the beginner from the very first steps and 
graphically walks them through the 
language in easy-to-understand and easy- 
to-use steps. Where some other documen- 
tation has been incomplete or overly 
complex, this book is very readable by all _ 


levels of users. While the book has only 


been out for a short time as of this — 
writing, it certianly appears to be the 

most comprehensive and readable guide 

to the language that is avialable. 

The Terrapin documentation and utili- 
ty disk also includes procedures for ac- 
tivating the Terrapin Turtle, an elec- 
tromechanical turtle that ‘“‘acts out” 
some Logo commands. This form of con- 
crete experience is essential to young peo- 
ple. It gives them the opportunity to 
readily translate screen activities to their 
own “‘real world’’ preceptions as opposed 
to limiting their view to only what hap- 
pens on the screen. Such abstract con- 
cepts are too often very difficult to com- 
prehend without relating these to the 
physical world of the users. 

The YPLA has initiated a variety of off- 
computer activities designed to help 
youngsters ‘‘feel’’ the geometric concepts 
displayed by the turtle on the screen. Not 
(Continued on page 3) 


phenomenal developments of computers 
in education in more than 300 session 
hours featuring demonstrations, seminars, 
hands-on sessions, panels and 
MicroCourses. 

Integral to the entire conference is a 
large exhibit hall filled with a showcase of 
hardware, software and publishing com- 
panies. Trained personnel will represent 
the companies by demonstrating the 
latest developments in the industry. 

For further information, contact Carol 
Houts, Judco Computer Expos, Inc., 2629 
North Scottsdale Road, Suite 201, Scott- 
sdale, AZ 85257, toll free outside Arizona 
(800) 528-2355 and in Arizona (602) 
990-1715. 
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resolution colors, the use of the Logo - 


-only do these activities enhance the lear- 

ning process, they help overcome the 
very real problem of providing twenty- 
some youngsters with adequate time on 
one computer in the classroom. 


KRELL SOFTWARE: 

Krell Software offers a package which 
includes language and utility disks along 
with a demonstration disk called, ‘‘Alice 
in Logoland.”’ This disk includes twenty 
demonstration procedures that take the 
user sequentially through the features of 
MIT Logo. Documentation for the Krell 
Software package includes ‘‘Logo for the 
Apple II’? by Abelson, the technical 
manual from MIT, a wall poster of Logo 
commands, the Alice in Logoland 
Primer, and a subscription to the Krell 
publication, "LOGO & Educational 

Computing Journal.” 

In addition to this full package offered 
by Krell Software at $149.95, they also of- 
fer a ‘‘No Frills’’ package that includes 
the language disk, the MIT Utility disk, 
and the MIT Technical Manual. This is 
available for $99. Add this to the price of 
a 16K RAM card if needed, and Logo can 
be added to an Apple II computer for less 
than $200. 


MIT Logo does not offer sprites. 
However, the shape of the turtle can be 
changed and made to move around the 
screen for animation. While the language 


offers direct access to only five high- 


<FO-YS 
YL 
OUTDEV 1 
PRINT [] 
PRINT [DEAR DONNA] 
OUTDEV O 
END 


Not only can mailing lists and other ap- 
plications be eased through Logo, a menu 
can be created which will give the user 
access to a list of stock words and phrases. 
Using the TYPE command in Apple Logo 
and PRINT1 in MIT Logo, it is quite easy 
to develop lists to print sequentially. 

In fact, we recently received a text 
editing procedure from Carl Lyman of 
Delta, Utah. His procedure in MIT Logo 
shows how word processing can be done 
in Logo. As a teacher, Carl is using his 
procedure with third graders, introducing 
them to word processing and the com- 
puter. His program is now in our software 
exchange and will be described in detail 
in a future issue. 

Not long ago, we wrote an article by 
voice after programming the computer to 
recognize voice commands to boot the 
disk, select the proper modes from the 
word processing program menu, recognize 
words for control characters, and each 
letter of the alphabet. This wasn’t as fast 
as typing, obviously, but it sure beat the 
hunt-and-peck style that would be re- 
quired with a mouthstick. | 

A few people have looked at our efforts 
and wondered why we haven’t invested 
more to make the system do a better job. 
Why not go to a Texas Instruments of 
Scott Instruments to make a system that 
would help the disabled community be 
more effective? | 

Many of you have probably seen TV 


. . 
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Assembler makes 16 low-resolution 


graphics colors available, along with 


sound, music, and access to other 
peripherals. Procedures can be printed 
out as can the contents of the screen. 
Among the more useful commands in 
MIT Logo, especially for elemetray 
grades, are the SAVEPICT and READ- 
PICT commands. Pictures can be stored 
on disk or output to a printer. Youngsters 
can then use their pictures for cutouts or 


for display on the wall. This is particular- | 


ly helpful when trying to build pictures 
using basic geometric shapes. 

Students can explore all sorts of possi- 
ble combinations of circles, triangles, rec- 
tangles, and other geometric shapes. 

All versions of Logo for the Apple com- 
puter offer floating point math, 
trigonometric functions, logical opera- 
tions, square roots,plus a range of list pro- 
cessing commands not found in TI 
LOGO or Color Logo. MIT Logo is 
restricted to the use of one disk drive as is 
TI LOGO. Apple Logo, on the other 
hand, offers the convenience of dual disk 
access. 


APPLE LOGO: 

Apple Logo, developed by Logo Com- 
puter Systems, Inc. and distributed by 
Apple Computer Inc., carries a’suggested 
retail price of $175.00. This version offers 
a more comprehensive list of primitive 
commands for both graphics and list pro- 
cessing. The Turtle can be told to wrap 


/ 
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clips of the work being done at Wright 
State University of Dr. Petrofsky and his 
patient, Nan Davis. Though her legs are 
paralyzed, she is now walking by com- 
puter. The $200,000 system is absolutely 
outstanding and the work is essential. 
But what of those like Nan Davis and 
Jack Kishpaugh, disabled in their prime? 
They’re left with inactive bodies but 
minds that can still work. They cannot 


all afford the $200,000 systems. But 


$2,000 may be a start. And while not the 


best answer, it is an answer, a means of 


gaining some self-respect and productivi- 
ty. | | 

The work being done in the research 
labs is essential and invaluable. But the 


disabled also need help now — an inex- 
pensive stopgap that can carry them over 
until something new and better comes 
along. Maybe some of our demonstrations 


will help this along. We hope so. 


ONE MAJOR PROBLEM 

To adapt this system for the physically 
handicapped requires that it be operated 
as easily as possible, preferably with no 
more than a mouthstick. The system that 
Jack Kishpaugh designed originally used a 
T199/4 home computer with TI disk 
drives. Like the Atari disk drives, these 
have spring loaded doors that can be easi- 
ly operated by gravity. Disks can be 
maneuvered in and out with ease up and 
down small ramps. Unfortunately the Ap- 


ple disk drives don’t offer such ease of 


use. Extracting the disks can be a real pro- 
blem. 

If anyone knows of a springloaded disk 
system which can be effectively used with 
the Apple II, we would greatly appreciate 


hearing about it. Send any such informa- 


tion to the YPLA at 1208 Hillsdale 
Drive, Richardson, Texas 75081. 


around the screen, to disappear off the 
edge, or to reverse directions. These and 
other list processing features can be writ- 
ten in other versions. And, since all of 
these versions are being expanded, such 
minor differences may end up to be 
academic by the time you read this. 
Where Apple Logo is, in many respects, 
easier to use, MIT Logo offers some addi- 
tional flexibility. And now with the addi- 
tion of some excellent documentation 
from Terrapin, Inc., the choice between 
these two versions becomes far more dif- 
ficult. 

Dual disk access is a definite advantage 
as are some of the additional commands 


offered in Apple Logo. The documenta- 


tion that accompanies the Apple Logo 
disks is outstanding. The package in- 
cludes a comprehensive, heavily- 
illustrated introductory manual along 
with a reference manual. While some of 
the fine points of this and other versions 
can be argued, there is one annoying fault 
with Apple Logo documentation. It does 
not provide adequate descriptions of the 
assembly language access commands. 
These features are available and the peo- 
ple at Logo Computer Systems Inc., in 
Montreal have been most helpful in 
answering questions about printer access 
and graphics dumps. 


CYBERLOGO: 
CyberLOGO is an implementation of 
Turtle Graphics that can be run on a 48K 


_ Apple Il. The expanded memory is not 


required. With a suggested retail price of 
$99.95, this offers a distinct savings while 
incorporating some powerful learning op- 


portunities. We have not had the chance — 


to use CyberLOGO extensively and thus, 
this is merely an introduction. As we 
learn more about the language, we’ll 
report on it in future issues. 

One of the best features of the 
CyberLOGO package is the documenta- 
tion that comes with the software. This is 
a looseleaf book that is well written for all 
ages. It starts with a simple explanation of 
programming and the computer. It then 
carries the reader through an introduc- 
tion to the Turtle’s Playground. This is 
where the Turtle does all of her drawing. 

Sometimes people forget a command or 


~ need some “help.’?’ CyberLOGO incor- 


porates a help command which provides a 
“‘manual-on-the-screen.’’ This is a many 
of commands to help solve simple on- 
screen problems. The Escape key takes 
the user back to the Playground. 

The Turtle can also go to “school.” 
This is a command which puts the com- 
puter in a learning mode so that either 
procedures or drawings can be named, 
saved, or edited. 

For the preschool set, there is a 
SKETCH mode, a simple, easy-to-learn 
introduction to the world of the Turtle. 
Through  single-keystroke commands 
displayed at the bottom of the screen, 
youngsters can move the Turtle around 
the screen to create geometric shapes. 

Other unique feature of Cyber LOGO 
include a SPACE command to tell you 
how much memory space remains free. 
STEP is a very useful command for debug- 
ging procedures. This allows procedures 
to be activated one STEP at a time so 
that errors can be more easily found and 
corrected. 

We cannot hope to provide a complete 
review of CyberLOGO here but we will 


do just that in a future issue. 
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DELTA DRAWING: 

Spinnaker Software has produced a 
fascinating computer graphics. package 
called, ‘Delta Drawing.’”’ Designed for 
youngsters 4 to 14, Delta Drawing is a 
graphics program through which children 
can create all sorts of delightful pictures 
via single keystroke commands. Donna 
Bearden provides an introduction to this 
program through which children can 
create all sorts of delightful pictures via 
single keystroke commands. 

(See page 2 of Turtle News) 

Don’t miss it because it is, indeed, a 
valuable addition to any child’s software 
library. a 


COMMODORE LOGO: 7 
Shortly after you receive this issue — 
maybe even before, depending on the 
way Uncle Sam handles the mail — Com- 
modore will introduce Commodore Logo 
for the Commodore 64. Written by Ter- 
rapin Inc., Commodore Logo is very 
much like MIT Logo, only it offers addi- 
tional color and graphics capability. 

We have been using a_ preliminary 
debugging version of the language made 
available to Regency Educational 
Systems of Dallas. This version is not 
complete. For example, it does not in- 
clude sprites which reportedly will be in 
the final version. However, it appears to 
offer all of the features of MIT Logo plus 
the additional color capabilities of Com- 
modore 64. See the front page for our first 
impressions of the Commodore 64 com- 
puter. ee 


Human Engineered Software has 
developed a version of Turtle Graphics 
for the VIC-20 which is a cross between 


Logo and Pilot. It incorporates com- 


mands from both languages along with - 


the line numbering from Pilot. 

There are some forty different com- 
mands in VIC Turtle Graphics which 
allow the user to create colorful pictures, 
do logical operations, create routines, use 
the computer’s sourid effects, change 
speed and direction, plus trace the opera- 
tion of a program. 

The program is, indeed, a very powerful 
package and well worth the low price. 
However, it lacks one feature of other 


versions which we believe to be very im- 


portant — interactivity. Commands are 
entered a line at a time much like BASIC 
programs. The programmer then executes 
the program from the menu screen. 

The lack of interactivity obscures the 
value of exploration and discovery at the 
keyboard. Much of the value of Turtle 
Graphics is the immediate, interactive 
discovery of the Turtle’s actions and reac- 
tions on the screen. VIC Turtle Graphics 
offers no opportunity for such discovery. 
Also, the turtle draws using graphic 
characters such as asterisks and other 
characters. It does not draw using a solid 
line as in other implementations. As the 
user progresses to more complex. pro- 
grams, this tends to make the graphic 


display more confusing. It is more dif- 


ficult to appreciate the procedural struc- 
turing of the program. 

These criticisms are presented only in 
comparison to other versions of Logo, 
Pilot, and other Turtle Graphics im- 
plementations described here. But, of 
course, no program or software ‘package 
(Continued on page 4) : 


“TURTLE GRAPHICS for the VIC-20; 
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Tessalation tease: Not for beginners 


~and patterns, check out a book on quilt 


This is known as a teaser.- Rather than 
go into all the details, we'd like to present 
an idea for you to think about, experi- 
ment with and just plain have some fun 
with. It has to do with tessalations. You 
may never have heard the word before, 
but you are more familiar with tessala- 
tions than you might suspect! 

_Tessalations are repeating designs. yon 
see them everywhere - on wallpaper, 
linoleum floors, fabrics and quilts. They 
are even in nature - look at some beeswax 
and you'll see a beautiful tessalation of 
repeating hexagons. 

Designing tessalations can be fun and 
challenging both. on and off the com- 
puter. It is an excellent assignment for 
junior high or high school students who 
have had enough experience with LOGO 
to be able to work effectively with recur- 
sion and conditionals. Since tessalations 
repeat the same shapes and designs over 
and over, they are ideal for demonstrating 
the power of recursion. And to have 
some control over recursion, add some 
conditionals. Thus, they are not for 
beginners, It is important that students 
understand each step building up to 
designing a tessalation with the turtle. 

So how do you start? Begin by studying 
tessalations’ around you. Look for the 
smallest unit that repeats itself. Identify 
the various geometric shapes that make 
up the unit. After discussing tessalations 
and identifying several, try designing 
some on graph paper. If you are working 
with a class, give each student a piece of 
-- paper with the same simple shape 


~YPLA joins ICCE— 


The YPLA is very proud to announce 
that we have been accepted as an 
organizational member of the Interna- 


author of THE 


135 Education 
University of Oregon 


Eugene, Oregon 97403 


for the period checked below. 


tional Council for Computers in Educa- 
tion. Through their publication, THE 
COMPUTING TEACHER, you'll ‘be 


I hearing a lot more about our activities 
J and programs. Dr, Kathleen Martin, co- 
TURTLES 


i SOURCEBOOK, will be writing a mon- 


thly column. Also, we look forward to 


MAIL SUBSCRIPTION TO: 
THE COMPUTING TEACHER 


As a member of the Young People’s Logo Association, | oe like to join ICCE 


US. (surface mail) Regular Rate 
(  ) One year - 9 issues $13.00 $16.50 (US) $ 3.50 
(  ) Two years - 18 issues 25.50 33.00 (US) ~—-6.50 
( ) Three years - 27 issues 37.50 47.50 (US) 12.00 
NAME: 
SCHOOL: 
ADDRESS: 
CITY: STATE: ZIP: 


in the center. It can be one geometric 
shape or a couple put together. Keep it 
simple so imaginations can run in all dif- 
ferent directions. Each student should 
design his or her own tessalation. Com- 
pare the results. Wéith 20 students, you 
are likely to have 20 different tessalations 
even though they all started with the 
same shape in the center of the page. 
Have them color in the tessalations 
paying careful attention to placement of 
colors. Colors can add a _ three- 
dimensional effect to the design. 

As we said earlier, this is just a teaser. 
While we are including two tessalations, 
one made with triangles, the other with 
squares, we are not including the pro- 
cedures for either of them. (Both of 
these, along with several other tessala- 
tions, are included on Apple Disk 4 in 
our software exchange.) Try to figure out 
the unit that repeats itself and what com- 
mands you would have to give the turtle 
to make her draw the unit. This is a good 
off-computer exercise for the one- 
computer/many-student situation. Trac- 
ing a unit without lifting the pencil helps 
to figure out turtle commands. Write 
down each turn and‘each forward or 
backward movement and then when you 
can get to the computer, check it out 
with the turtle. (This is a great way to oc- 
cupy your time while waiting for the den- 
tist.) 

For a more complete discussion of 
tessalations and the step-by-step approach 
of developing one, see the January issue 


of SOFTALK Magazine. For more ideas 


publishing a variety of Logo-related ar- 
ticles in this magazine. 

We would like to encourage all of our 
members to join ICCE through a 
subscription to THE COMPUTING 
TEACHER. We believe you will find this 
to be a very worthwhile investment. By 
using the coupon below, you will be eligi- 
ble for a discount off of their regular 
subscription rates. Please note, however, 
that the coupon has an expiration wae of 


March 15, 1983. 


Foreign Savings over 


designs. Our grandmothers 
tessalating before we were born! 
We'll be talking more about tessala- 
tions in future issues of Turtle News. 
They’re so much fun, we’re putting 
together a whole disk with nothing put 
tessalations on it. So try your hand at 
doodling a few. If you or any of your 
students can train the turtle to tessalate, 
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does all things for all people. VIC Turtle 
Graphics offers owners of the VIC-20 a 
powerful learning tool that can help 
elementary school children learn the fun- 
damentals of good programming. By star- 
ting with this cartridge, children will find 
moving into BASIC programming sur- 
prisingly easy. Indeed, the transition to 
BASIC will be considerably easier for 
these children than those who have lear- 
ned Logo or some other implemen- 
tations. 


THE BOTTOM LINE: 

Like any other purchase, selection 
should be a_ studied decision. Much 
depends on budget, the equipment that 
might be presently available, the age of 
the users, and a host of other considera- 
tions. 

Should you wait for other implementa- 
tions to be developed that might be bet- 
ter? Versions are reportedly being 
developed for the IBM PC, the Atari 800, 
and other cpmputers. But will the wait be 
worth it? Only time will tell. 

What does. Logo offer? What do young 
people learn? 

Computers are nothing more or less 
than tools. of the mind. Like any other 
audio-visual aid, they can be used to run 
existing programs that may or may not be 
of value. Used in proper context, these 
programs provide good drill and practice 
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Update (Continued from page 3) 





send it in and we'll send you our tessala- 
tion disk. 

One further challenge... Once you’ve 
designed a tessalation, add some color to 
it. Not just one color, several, as if the 
turtle is using multi-colored thread to 
weave a wall hanging for her den. It’s not 
as easy as it sounds. Often the turtle has 
to retrace her steps so it can get pretty 
tricky with some designs! Good Luck!! 
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in some subject areas. However, they do 
little to stimulate the creativity or the im- 
agination of the user. 

Logo, on the other hand, is a ftienidly 
language through which users can explore 
the limits of their imaginations. There 
are no complex commands or symbolism 
to learn. Logo is an interactive language 
that provides youngsters with an im- 
mediate reponse. They start with what 
they know and move into the world of 
creative imagineering. Problems are 
analyzed, broken into ‘‘mind-sized bytes”’ 
and then structured into logical, pro- 
cedural solutions. In the process, the 
children gain valuable experience in 
problem-solving and decision-making. 
Mathematics becomes a flexible language 
to be used, not a black-and-white world of . 
memorized tables and formulae. 

Most important, is the very positive 
reinforcement young Logophiles gain of 
themselves. They are in control. They 
make the decisions. They move at their 
own pace. For some that pace is one small 
triumph at a time. To others, the pace is a 
series of leaps. To watch the confidence 
with which young people approach Logo 
and the computer is, in itself, a beautiful 
learning experience. 

Einstein once said that imagination is 
more powerful than knowledge. Con- 
sidering his interest in young people, one 
wonders if he didn’t have Logo in mind 
when he made that statement. 
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Description of ‘Animate’ program 


Josh Hannah (age 11) 

At Camp Winthers Computer Camp, I 
learned how to use Apple Logo. In the se- 
cond session, a few people were using 
animation. I really liked the idea but | 
didn’t understand how they were doing 
it. When I got home from camp, I figured 
out how they did it. 

I started out by making a single screen 
animation. Then it developed into a few 
screens. | thought it would be neat to 
have a space ship land on a planet then 
refuel. So I had it do exactly that. Then | 
decided to have him blow up an alien. 
But I couldn’t figure out how to make an 
explosion. I finally decided to make the 
background change colors. Then | 
thought I might add some trees to the 
launch pad, so I did. 

Next I decided to have him navigate 
through an asteroid field. Then I thought 
it would look better if he landed and 
refueled another space ship. So | told it to 
do that. Then | started the next screen 
but I couldn’t figure out what to do. So | 
just had him do a loop. Then on the next 
screen I had him go into hyperspace. 

Later I added a screen where the turtle 
drew all different colored stars. The 
spaceship navigates through them. Then 
I decided to have him put his flag on a 
moon. Then he goes into hyperspace 
again. When he comes out of hyperspace, 
he lands the spaceship. 

I like working with Logo because it is 
easy to call up other procedures and the 
graphics are easy to use. 


TO SPIC :SIDE :ANGLE :INC 
FULLSCREEN | 

IF :SIDE > 4 CSETPC 1 + RANDOM 4] 
FD :SIDE 

RT ANGLE | % 

SPIC :SIDE + :INC :ANGLE : INC 
END 


TO RECTANGLE : HEIGHT :LENGTH 
SETPC 3 

FD : HEIGHT 
RT 970 

FD : LENGTH 
RT 90 

FD : HEIGHT 
RT 970 

FD : LENGTH 
RT 90 

PU 

END 


TO ENDLAND 
PU 

cs 
FULLSCREEN 
HT 

RT 180 

FD 100 
SETPC 2 
PD 

RT 90 

FD 100 

RT 970 

PU 

FD 20 

PD 

TREE 

PD 

LT 970 

FD 120 

RT 90 

PU 

FD 20 

PD 

TREE 

LT 90 

FD 60 
SETPC 1 

FD 40 

BACK 20 

RT 970 

HT 

PU 

FD 210 

ST 

REPEAT 209 CBK 1] 
WAIT 30 
REPEAT 45 CRT 2] 
SETPC 4 

PD 

FD 1 


ro 1 


REPEAT SI CFD 2) 
HT 
END 


TO HYPERWARP2 

cs 

HT 

PU 

BACK 110 

ST 

REPEAT 110 CFD 1) 
WAIT 3O 


yy ay 


HT 

PD 

sPIc 170 1 
PU 

HOME 

PD 

SETPC 0 
SPI 170 1 
PU 

HOME 

ST 

END 


TO FLAG : HEIGHT 

PD 

SETPC 4 

FD : HEIGHT 

RECTANGLE (:HEIGHT / 1.8) :HEIGHT 
BK > HEIGHT 

PU 

END 


TO SPI :SIDE : ANGLE : INC 
FULLSCREEN — 

IF :SIDE = 135 CSTOPI 

FD : SIDE 

RT : ANGLE 

SPI :SIDE + : INC : ANGLE : INC 
END 


TO ENDING 
HYPERWARP 2 
ENDLAND 
END 


TO TAKEOVER 

cs 

HT 

PU 

BACK 40 

PD 

SETPC 1 

ay. FOS 

REPEAT 90 CFD 4 LT 4] 
PU 

HOME 

BACK 110 

ST 

REPEAT 110 CFD 1] 
WAIT 3O 

HT 

FLAG 10 

ST 

WAIT 3O 

REPEAT 110 CFD 1] 
END 


TO HYPERWARP 

cs 

HT 

PU 

BACK 110 

ST 

REPEAT 110 CFD 1] 
WAIT 30 

HT 


SPI 1.70 1 
PU 

HOME 

PD 

SETPC O 
SPI i701 
PU 

HOME 

ST 

END 


TO MOVE 
LAUNCHPAD 
FIRSTMOVE 
2MOVE 
PLANE TDRAW 
REFUEL 

AL IENENCOUNTER 
ASTRO 
ASTROMOVE 
F IREW 
ASTROMOVE 2 
LOOPSCREEN 
HYPERWARP 
NAV 
TAKEOVER 
ENDING 

END 
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TENT 
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FD 20 
RT 90 
FD 20 
RT 180 
END 
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FD 100 
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FD 20 
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FIRE 

PU 

st 
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ST 
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REPEAT 62 CFD 11] 
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HT 
END 


TO PLANE TDRAW 
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PD 
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END 


TO REFUEL 

ST 
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WAIT 15 
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WAIT 3 

PU 
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END 
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HT 
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FD 210 

PD 
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EXPLODE 
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END 


TO ASTRO 
HT 

cs 

PU 
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FD 25 

PD 
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REPEAT 12 CFD 10 RT 11 FD 


LT 110 
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PU 
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LT 120 


BACK 115 
RT 45 
END 


TO ASTROMOVE 
ST 
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END 
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FULLSCREEN 
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TO ASTROMOVE2 
REPEAT 90 (LT 1] 
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ST 
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END 
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HT 

Pu 

HOME 
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ST 

NAVI 
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TQ FIRE 
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PU 

SETPC © 

END 
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TO ALIEN 
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REPEAT 12 {FD 10 RT 30) 
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WAIT 10 

L.FIRE 
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.. FIRE 
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END 
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CoUNWS 


rO STARS 
PU 
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SETX 40 
SETY 50 
STARRY 2 
PU 

HOME 
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SETY -86 
STARRY S 
PU 

HOME 
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SETY: +S 
STAR 4 
PU 

HOME 
SETX 100 
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STARRY 3 
PU 

HOME 
SETX -—100 
SETY 89 
STAR 1 
PU 

HOME 
SETY -95 
STAR 1 
‘END 


(Continued on page 4) 
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Teach your Turtle to spell 


cedures written in Apple LOGO (see 
page 6). Try it! How about developing a 
whole alphabet? It can be plain or fancy, 
fat or skinny, straight or curvy. Send us 
your ideas and we’ll publish some of them 
in an upcoming issue. 


Have you tried to teach your turtle to 
spell your name or write your initials? It’s 
not hard, just use forward, back, right and 
left — and your imagination, of course! 
It’s really fun to watch as the turtle races 
through each letter. 

We had fun with a New Year’s greeting 
for you and we’re including the pro- Meanwhile, have a... 


+A PPY 


Ss ee 
NI VY 


OS ni! 


‘, | oo A *) 
lanl oe ax 


Cab ad HE REED OD 


(See program on page 6) 





More si ngle keystroke fun 


1 sien ce ‘ge ile 
ba mae Realice the long run, this will be a lot easier for. 


Last month, I showed you the skyline of — all of us. 
Dallas, the city I live near. Where do you Again, we apologize for the delay but 
live? Why don’t you draw a picture of it when you see all of the programs we can 
and send it in? If you do, we will give you now offer, | hope you won't feel too bad. 
a YPLA t-shirt and a disk of your choice | 
from our catalog. If you live in the coun- 
try or away from the big city, draw a pic- 
ture of your town, If you live on the farm, 


‘Animate’, program 
(Continued from page 3) 


draw a picture of it. TO NAVI 
- REPEAT 60 CFD 1] 
Some members from Missoula, Mon- REALE tins era 


REPEAT 80 CFD 1] 
REPEAT 65 CFD 1 LT 1] 
REPEAT 20 CFD 1] 


tana, won an Atari 400 computer and 
Pilot for drawing an action scene from 


their town in TI LOGO. set 
We can’t give you-a computer. this TO TENT 
time, but we can give you a t-shirt and TRL. 
disk of your choice. To the best skyline as — 
judged by our software exchange gurus, vin ELL EEE Ses GeO ON 
we will give you a Logo t-shirt, just like END 


the one on the last page of this issue. 
C’mon. Show us where you live! 


TO L.FIRE 


NEWS ON THE 
SOFTWARE CATALOG 
We're sorry that the catalog did not get 
out as announced but there have been on be it Led 
some changes. TO STARRY :COLOR 
First of all we received some software PD ; 


for the Commodore 64 that we will in- leh ag sane 


clude in our catalog. Commodore is mak- 
ing a lot of software available through 
their dealers. We have some of it now at ee ae 
and will be receiving a lot more. he Aggie 

In talking with our printer, we came up PU 
with a plan that not only saves us money 
but also makes the catalog available to 
more members more quickly. We will be 
sending a series of looseleaf pages and 
covers to each member at about the same 
time that this newsletter is mailed, Each TO SPIED :SIDE :ANGLE :INC_ 

‘ a FULLSCREEN 

new member will also receive a catalog. IF :SIDE > 50 CSTOPI 
Now, rather than print a new catalog Agito 
every few months, we will simply send SPIED :SIDE + :INC :ANGLE : INC 
you new sheets to add to your catalog. In 


SPIED 1 201°1 
PU 


END 


END 


TO NEWSCREEN 


END 
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Krell Software announces new products 


Krell Software is proud to announce 
Connections, a game system designed to 
extend and develop the mental capacities 
of children of all ages. Users select from a 
variety of game formats as they search for 
logical connections and learn the prin- 
ciples of scientific reasoning. This game is 
based on Krell’s best selling educational 
games, Isaac Newton + F.G. Newton. 
Connections offers a new universe of data, 
with subject matter drawn from all fields 
of science and the humanities. 

Connections is an entire game system 
suitable for competition and/or coopera- 
tion. Players may set difficulty levels. 
They may add additional data as desired. 

Pre programmed data sets on a variety 


Sirius Software announces new products 


(Continued from page 2) 


for you to go on! What do ya think, pretty 
WAYOUT, eh? 

Designed by Paul Edelstein. WAYOUT 
is a truly unique, 3-dimensional maze 


game for the Apple II and Atari 800. 





Flip Out(TM) — Take your marble to 
the top. Pick your spot and let it drop. 
Hope for a flip instead of a flop. Once you 
get it, the fun never stops. 


It’s Flip Out — A crazy little strategy 
game unlike any you’ve ever seen before. 
Each player starts with 10 marbles; taking 
turns at dropping them into the Flip Out 
course. But you can’t drop ’em just any 


ole gw yihed. cis wh aad causes a 






and out the bottom before your opponent 
does. So take your time and think about 
it — then let ’em drop! If you planned 
right you'll Flip, if you didn’t you’ll Flip 
Out! 


Flip Out is playable by 1 or 2 players 
and features nine different game courses. 
Written in assembly language by Scott 
Huskey for the Apple II. 





seamen Vouk oo is ‘¢ Met all aaa 
_marbles to fall through a series of traps 


of subjects will be available shortly. 
Available. on. disks for Apple, Atari, 
Commodore, Franklin, Radio Shack, and 
IBM Personal Computer Systems. 
Connections Game Systems price 


$99.95 includes on data base. 


most effective methods of chess instruc- 
tion and artificial intelligence programm- » 
ing techniques to provide for truly in- 
dividualized instruction. All aspects of 
the game, which Shelby terms ‘‘the gym- 
nasium of the mind,”’ are covered from 


understanding basic chess weaponry to 


Krell Software Corporation is pleased 
to announce it has been selected as the 
exclusive world wide marketing agent for 
the Socrates Chess Corporation’s Shelby 
Lyman Chess Tutorial Series. 

Shelby Lyman, chess expert and renow- 
ed TV. commentator, has created this 
series for Apple, Atari, Commodore, 


Franklin, and IBM Personal Computers. 
The entire series utilizes the latest and 


Wavy Navy(TM) — ‘‘Why me?’ | 
thought as I staggered to the deck. My 
P.T. boat was being tossed about the 
ocean by 30-foot waves. The sky was fill- 
ed with a squadron of enemy bombers and 
kamikaze fighters. They were backed by 
helicopters with blazing machine guns. | 
raced to the gun and started blasting. | 
was scoring some impressive hits and 
beginning to feel in control when I notic- 
ed that the sea around me was loaded 
with mines. “‘Oh, great!’’ And what was 
that screaming toward me on_ the 
horizon? An Exocet missle! My heart was 
pounding as I tried to decide how to get 
out of this fix, I had to act quickly! Im- 
mediately I jerked the joystick to the star- 
board while keeping my hand on the fire 
button. “Ah ha! You missed me!” 


s close!" btook a deep 





Treath, Vinee my brow and thought to 


myself, “Wow, sometimes it’s hard to 
believe Wavy Navy is just a video game.”’ 

Wavy Navy was. designed by Rodney 
McAuley for the Apple II. 





TSG Enterprises has just released a 
resource book for the TIMEX/Sinclair 
computer. The book is called ‘“‘The Wat- 


| Train, program ~ (Continued from cover) 


TO .SHAPE :SH 
DEPOSIT :USHAPE REMAINDER :SH 256 
.DEFOSIT :USHAPE + 

END 


TO $ 
REPEAT 4 CFD 3S RT 90] 
END 


TO TRAVEL. 
FD 3 
MAKE "ANS RC? 
IF :ANS = "TRUE STOP 
TRAVEL 
‘END 


TO SIZE 3N 
ST 
HT 
«DEPOSIT 
ST 
END 


°>SSIZE :N 


TO SETSHAPE :SH 
HT «SHAPE 3 SH ST 
END 
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‘the game’s most subtle points and a 
chance to match wits against interna- 


tional Grandmasters. 
Learn chess tactics and strategy from 
the experts. Each instruction module will 


‘interface with the Socrates Chess Cor- 


poration Chess Player, soon to be releas- 


ed. The price of each module is $39.95, 


Krell Software Corporation announces 


available by mail order from TSG Enter- 
prises, Guidebook, 54 Richwood Pl, Den- 
ville, NJ 07834 for $3.95 plus $1 for 
postage and handling. The book is 44 
pages and contains a directory of suppliers 
with a brief description of their wares. 
About 120 software suppliers, 50 hard- 
ware suppliers, and 20 ancillary suppliers 
are included. In addition The Guidebook 
contains directories of user groups, of 
TIMEX/Sinclair specific books and an in- 
dex to articles appearing in general per- 
sonal computer magazines about the 


~ TIMEX/Sinclair computer. Also included 


in The Guidebook is an_ introductory 
chapter about writing a program in 


BASIC. 





This summer, youngsters can sign up 


-for'an overnighteamp*in Sittisbury; Con- 


necticut, where the main activity will be 


. COMPUTERS. Two other locations 
are in Atlanta, Georgia and St. Louis, 
Missouri. This unique recreational and 
educational experience is directed by Dr. 
Michael Zabinski, Professor at Fairfield 
University. Now in its sixth year, it is the 
original computer camp currently offered 


in the USA. 


chmakers Guidebook to the Five action-packed weeks are planned 

TIMEX/Sinclair Computers’? and is from July 3 to August 5. The campers, 
LT 90 FD 10 LT 90 FD 30 PU HOME. | TO CLIFF A 
SETKN S36 -..60 70RD LUT TSaceD 32 reagan ig 
CRA 20 0FD OB T2200 FR PU HOME RT 9O FD 
SETKXY- 33. ¢ = "40° PD LT ISO.FD 32 ED 14 RT 
LT 120 FD 32 LT 120 FD 32 ED 28° RT 
END FD 14 RT 

FD SO LT 

TO TR FD 28 RT 
FU SETXY ~ 119 ¢( ~ 40.) PD RT 90 ED 14 
MAKE "Y ¢ =. 40°) ; eu HOME 
MAKE "LENGTH 249 END 


REPEAT 3S CFD sLENGTH RT 
PU HOME FD 


180 MAKE "Y 3 ¥Y 
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release of its College Board 1983 SAT Ex- 
am Preparation Series. Based on its average 
150 point increase in student SAT 
results, last year’s edition is believed to 
have been the largest selling educational 
software item in the United States with a 


sales volume of more than $1,000,000. 
Krell’s new College Board 1983 SAT 


Exam Preparation Series includes 42 pro- 
grams covering vocabulary, reading com- 
prehension, word relationships, 


mathematics and the test of standard 
written English. It is available for Apple, 
Atari, Commodore, Franklin, IBM and 
Radic Shack NEC ICORIE NRE Its price is 


$299.95. 





ages 9-18, will enjoy small group instruc- 

tion and mini and micro computers for 
ample ‘“‘hands-on.’’ Dr. Zabinski will be 
assisted by elementary and_ secondary 
school teachers. 

The camp is for kids of all levels of ex- 
perience including no experience what- 
soever. In addition to computers, the 
campers will enjoy superb recreational 
facilities including swimming and tennis. 

For further information contact 
Michael Zabinski, Ph.D.; at (203) 
795-9667, or write National Computer 
Camp, P.O. Box 585, Orange, Connec- 
ticut 06477. 
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Send for your FREE ee 
UNOFFICIAL 99/4(A). The 
magazine for the TI 99/4(A) 
computer. We let you know the 
facts. Send a SASE to Unofficial, 
P.O. Box 651, Clute; Tx 77531. 
One year subscription is only $10.00 
(6 issues), 
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TO PLANKS 
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MAKE OMY oe 230") PD TRAIN 
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END HT FULL SOREEN 

TO CLIFF? : ree 

FU SETXY 140 ( 120 ) PD RT 135 FD 14 Hh sy fe 

LT. 45 FD 20 RT 45 FD 14 LT 90 FD 14 a See 

RT 45 FD 20 RT 45°FD 14°LT 45 FD 10 eee 

RT 45 FD14 LT 90 FD 14 RT 45 FD 10 ae 

LT 90 FD 10 RT 90 FD SO RT 45 FD 14 ssi asin 

Lv 45 FD 10 RT/9O FD 20 LT 45 FD 28 eet athe calle ae a 
ene vials Guilt! meensat #5 hae tiecsn SETSHAPE :TRAIN SIZE 1 
sei ST TRAVEL 

Stee atta) NODRAW PRINT CTHAT’S ALL, FOLESI 
COTES END 

PU 

area GARE SL aaa Teed tee MAKE "“USHAPE C2Ze) 

Chet AO igh, kad OR RS MAKE "SSIZE (230) 

REPEAT 17.8 PU FD 15 PDI By IG oy Ag Bi tn 


END 


2 ci 
=. = et ce 
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The face of the monster 


by Fred D’Ignazio 

_ Fred continues his adventure in Atari 
Pilot this month. For those not familiar 
with Fred’s work, he is the author of the © 
very successful book, KATIE AND THE 
COMPUTER, published by Creative 
Computing Press. He has also written 
CREATIVE KIDS GUIDE TO HOME 
COMPUTERS, published by Doubleday, 
and ELECTRONIC GAMES, published 
by Franklin Watts. 

Among his more recent works is CHIP 
Mii} GHEL: EHE “CASE. OF- THE 
STOLEN COMPUTER BRAINS. 
Published by Lodestar, this is a book of 
computer mysteries. It will be published 
for the Atari computers, the Apple II, the 
Radio Shack Color Computer, and the 
VIC-20. 

We are certainly glad to have Fred 
writing for us each month, especially for 
all of you Atari Pilot fans. 

Now on to The Face of the Monster! 

* Rk 

Gary rounded the corner of the dark, 
slimy cave. Something ahead was growl- 
ing and moaning. Gary pointed his 
flashlight toward the sound. 

He screamed and fell back. Lying on 
the floor, only a few feet away was a huge 
monster. Its body was heavy,  foul- 
smelling, and covered with spikes. 

- The creature’s face was horrible. Its 

mouth was a writhing red worm. Its blue 

eyes held tiny red jewels that glowed 
~ ‘menacingly. Green wings sprouted from 
the top of its head. 

~The monster began crawling toward 

— It looked — 


‘ ’ 
parE coll. oasis 


hy hanmenget lt gull 


Program 


1000 Rimm= MONSTER FACE xxx 
1010 GRICLEAR 

1020 C3#x=-20 

1030 Ct#Y=10 

1040 USmEYE 

1050 Ci@x=20 

1060 UtmEYE 

1070 U$NOSE 

1080 Ut=MOUTH “ae 

1090 UtmFACE 

1100 UtWINGS 

1110 Et 

1120 mEYE 

1130 GRIPEN BLUE 

1140 GRIGOTO ¢@x,¢yY 

1150 GRITURNTO 0 

1160 GRI4(DRAN 10; TURN 90) 
1170 GRIPEN RED 

1180 GRIGOTO @X+4,6Y+6 
1190 GRITURNTO 150 

1200 GR!Z(ORAW S}TURN 120) 
1210 GRtFILL 4 

1220 €3 

1230 «NOSE 

1240 GRIPEN YELLOW 

1250 GRIGOTO 5,7 

1260 GRITURNTO 150 

1270 GRiZ(DRAW 10; TURN 120) 
1280 GRIFILL 9 

1290 Et 

1300 MOUTH 

1310 GRIPEN RED 

1320 GRIGOTO =20,-10 

1330 GRITURNTO 150 

1340 GRIS(DRAW 10} TURN-120SORAW 10; TURN 120) 
1350 GRIGOTO ~-20,-13 

13460 GRITURNTO 150 

1370 GRIS(DRAW 10;TURN-120;DRAW 10; TURN 120) 
1390 E3 

1390 =FACE 

1400 GRIPEN BLUE 

1410 GRIGOTO -25,-25 

1420 GRtTURNTO 0 

1430 GRI2(ORAW SO;TURN 9OSDRAW 60; TURN 90) 
1440 E3 

1450 WINGS 

1440 GRIPEN YELLOW 

1470 GRiIGOTO -25,25 

1480 GRITURNTO 315 

1490 GRIORAW 25 

1500 GRITURNTO 140 

1510 GRiFILL 24 

1520 GRIGOTO 35,25 

1530 GRITURNTO 45 

1540 GRIDRAW 25 

1550 GRiTURNTO 200 

1560 GRIORAW 25 

1570 GRIPEN UP 

1580 GRIGOTO 35,1@$TURNTO OPEN YELLOWSFILL 7 
1590 GRITURNTO 45}$FILL 24 
1690 E3 


Your ‘dangerous missions’? -can be 
made completely of text (words), Or you 
can spice them up with sound effects and 
pictures. 


fo Bo 


a a eae ioe isdn: ath ent 


aaah your + Turde'v0 a apell 


(Continued from page 4) 
TO Huw Ys TO NEW 
Pl SETX -60 SETY 60 FD N 
HERE Y HOF? HOF 
Pil SETX -460 SETY O PD E: 
NEW | REPEAT 4 CHOFI 
Fl) SETX «SO GETY -460 SETH O FD W 
YEEAFY END 
END 
TO R 
FD 40 RT 90 FD S 
as REPEAT 18 CFD 2 RT 10] 
Eg ED 7 RE S 
dy Ry BRE LT 120 FD 20 
eT 90 FD § ERD 
REPEAT 18 LFD 2 RT 10] ie / 
FD 7 RT 90 BK 17 
END TO A 
: RT 30 FD 45 RT 120 FD 45 
Bk) 22 RT 120 FD 2O 
TO°H es RT 60 BE 22 
FD 40 BE 20 RT 90 FD 20 mae 
LT 90 FD 20 BE 40 
“END TO EF 
FD 40 RT 90 FD 20 BE 20 LT 90 
REE BO RT 9O FD 2O BE 20 LT 9o 
io tie BK 20 RT 90 FD 20 
ro) HAPFY END 
Ho. 
HIE | 
A Td) HOF 
MF Fu SETH 90 FD 7 SETH O FD 
@ END 
REPEAT 4 CHOFY 
Fs 
4EPEAT & CHOF TO ¥ 
¥ FD 20 LT 30 FD 25 BK 25 RT 60 FD 25 
END RE 25 LT 30 BE PO 
END 
; TO wW TO YEAR 
| LT 30 FD 45 BE 45 RT 60 FD 20 y 
i, RT 120 FD 20 LT 120 FD 45 BK 45 REPEAT & CHOFY 
Pies END e 
5 HOF 
e. ro oN HOF 
- FD 40 RT 150 FD 48 LT 150 FD 40 Bk 40 R 
ae END END 





This month I have created a monster 
face that we can use in some of our up- 
coming missions. The face is a subroutine 
(helper program) written in Atari Pilot. 


You add the subroutine onto the tail end 


of your mission programs. It begins on 
line 1000. This leaves plenty of space for 
the main ‘mission’? program on lines 
1-999, 

The monster face subroutine is itself 
made up of smaller subroutines: one for 
the eyes, another for the monster’s nose, 
others for the mouth, the outline of the. . 
face, and the wings. 

The main part of the program is very 
short — from lines 1000 to line 1110. All 
it does it call the ‘‘turtle’’ subroutines 
that draw the different parts. of the face. 
You call'a subroutine using the ‘U:” 
command, For example: U:*NOSE or 
U:* WINGS. 

First, the ‘‘eye’’ subroutine (lines 1120 
to 1220) gets the turtle to draw the blue 
square surrounding each eye. Then the 
turtle draws the ‘‘red jewel’’ sparkling in 
the center. The red jewel is really a 
triangle. You get the turtle to fill it in by 


drawing the first two sides — 1200 


GR:2(DRAW 5;TURN 120) — then by 
using the FILL command — 1210 
GR:FILL 4. The FILL command causes 
the turtle to draw a line and, at the same 
time, fill in all empty space between the 
line and the next line to the right. 


‘Moo’ 


program 


(Continued from page 


“10 PRINT ," MOO " 

30 DIM A1(8),A(4),B(4) ,AS(4) 

40 Y=0:;T=255 

50 PRINT : PRINT * PRINT 

70 ? “Would you like the rules": INPUT A$ 
90 IF AS$(1,1)="N" THEN 150 


ein oiew ah 2 aed eon he oeeeenianeaaindiineieindallceeeetinaemicinamaed 





The nose subroutine (lines 1230 to 
1290) gets the turtle to draw a big yellow 
(or green — depending on the setting of 
your TV’s “Tint’’ knob) triangle. Again, 
the turtle uses the FILL command. 

The mouth subroutine (lines 1300 to 
1380) gets the turtle to draw a mouth by 
drawing a bunch of connected spikes. 
Then it goes back to the beginning of the 
mouth and draws the same spikes slightly 
lower on the TV screen. / 

The face subroutine (lines 1390 to 
1440) draws the monster face’s eerie blue 
outline. The wings subroutine (lines 1450 
to 1600) gets the turtle to draw two 
yellow wings on the upper corners of the 
monster’s head. 

Next month we'll add some new 
features to our monster face. We'll 
animate the wormy mouth and the glow- 
ing eyes. We'll give the monster a scary 
voice. 

If you add improvements to the 
monster or you can translate the face to 
TI or Apple Logo, please send me your 
programs. I’ll print the best ones in an up- 
coming issue of Turtle News. Send the 
programs to: 

Fred D’Ignazio 
2117 Carter Road, SW 
Roanoke, VA 24015 

You can make monster faces any way 
you like. Just remember one thing: Make 
them ugly! 





100 PRINT =PRINT “I am thinking of a four-digit number." 


110 PRINT "Try to guess my number and I will giveyou clues as follows:" 


120 PRINT “ 
ition" 

130 PRINT " 
n" 

150 FOR I=1 TO 4 

160 AC(I)=INT(10#RND(1)) 
165 IF I-1=0 THEN 200 
170 FOR J=1 TO I-1 

180 IF A(I)=A(J) THEN 140 
190 NEXT J 

200 NEXT I 

210 PRINT :PRINT "O.K. 
220 FOR I=1 TO 20 

230 PRINT "GUESS #"3TI, 
240 INPUT AS 

245 IF LEN(A$)<>4 THEN 630 

250 FOR Z=1 TO 4:A1(Z)=ASC(AS(Z,Z)):NEXT Z 

260 FOR J=1 TO 4 

270 IF A1(J)<48 THEN 300 

280 IF A1(J)>S7 THEN 300 

285 BJ) =Al (J)-48 

290 NEXT J 

295 GOTO 320 

300 PRINT “ What? " 

310 GOTO 230 

320 IF B(1)=B(2) THEN 650 

325 IF B(1)=B(3) THEN 650 

330 IF B(1)=B(4) THEN 650 

335 IF B(2)=B(3) THEN 650 

340 IF B(2)=B(4) THEN 650 

345 IF B(3)=B(4). THEN 650 

350 COWS=0:; BULLS=0 

360 FOR J=1 TO 4 

370 IF J<>1 THEN IF A(J)=B(1) THEN COWS=COWS+1 

380 IF J<>2 THEN IF A(J)=B(2) THEN COWS=COWS+1 

390 IF J<>3 THEN IF A(J)=B(3) THEN COWS=COWS+1 

400 IF J<>4 THEN IF A(J)=B(4) THEN COWS=COWS+1 

410 NEXT J 

460 FOR J=1 TO 4 

470 IF A(J)=B(J) THEN BULLS=BULLS+1 

480 NEXT J ; 

520 PRINT COWS;" COWS", BULLS;" BULLS" 

530 IF BULLS=4 THEN 680 

600 PRINT 

605 NEXT I 

610 PRINT "OH WELL” 

615 PRINT "THAT’S TWENTY GUESSES. ":PRINT “MY NUMBER WAS 
620 GOTO 700 

630 PRINT “TRY GUESSING A FOUR DIGIT NUMBER. ":GOTO 230 


COWS —- Number of digits correct":? " 


BULLS -Number of digits correct":? " 


I have a number in mind." 


but in the wrong pos 


in the right positio 


"SALI SAC2Z)SACS)5A(4) 


650 PRINT "OH I FORGOT TO TELL YOU THAT THE": PRINT “NUMBER I HAVE IN MIND HAS NO 


Two" i 
660 PRINT "DIGITS THE SAME. ":GOTO 230 


$80 FRINT "YOU GOP FT 81! Ss eRINT 
690 Y=Ye1 
700) > "PLAY AGAIN (YES or NO) "$2: INPUT At 


Tr UF AR by di ety 
720 [F ¥=20 THEN 750 
7A PRINT cFPRINT "A “S¥2" POINT MOO BUFF!!!" 
‘S30 PRINT “HOPE YOU HAD FUN. BYE." 

799 END 


THEN 150 
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To better serve our growing membership, we are going to provide a 
new source of books, disks, cassette tapes, disk and cassette mailers, 


‘Nest will be your source for books, workbooks and software for 
‘maling the most of Logo, Pilot and other languages-using Turtle Gra- 
phics. | 


and a host of other accessories for personal computers. The Turtle’s 





coretiieniaetteidadiiethels iaata ban 


"NEW LOGO T-SHIRT — 


‘Here’s a new dynamite Logo T-shirt in 
‘red, white, and black. Available in 
child’s and adult sizes, the shirt has black 





aiccves and a black turtle ag shown. The : 


center of the Turtle and the word, Logo, 
is in red. These t-shirts are priced at $8.50 
postage paid from Richardson. Texans 
should add sales tax of $.43. 





WILDCAT COMPUTING, INC. 


For the past few months, we have been 
investigating ways of providing high 
quality software and some hardware to 
members. To simplify this process, we 
have made arrangements with Wildcat 
Computing, Inc. of Plano, Texas, to pro- 
vide a full range of software and ac- 
cessories for the Apple II (TM), Atari 
(TM) Basis 108 (TM), and IBM-PC (TM). 

Wildcat Computing will provide you 
with a full range of: 

BOOKS 

BUSINESS SOFTWARE 

CABLES 

CLOCKS 

COMMUNICATION SOFTWARE 
BASIS 108 COMPUTERS 

COPY PROGRAMS 


DATA BASE SOFTWARE 

DISK DRIVES : 
EDUCATIONAL SOFTWARE 
EIGHTY COLUMN BOARDS 

FANS 

GAME CONTROLLERS 

GRAPHICS 

LANGUAGE SOFTWARE (including 
Logo) 

MAILING LIST SOFTWARE 
MODEMS 

MUSIC/SPEECH 
ORGANIZATIONAL AIDS — 
PRINTERS - 

PRINTER INTERFACES 

RAM BOARDS 

UTILITY SOFTWARE 

VIDEO MONITORS | a 7 
WORD PROCESSORS/SPELLERS 
Z-80 BOARDS 


: The Turtle’s Sourcebook 


‘Peoples’ 





| | LOGO T-Shirts 


By Donna Bearden, Jim Muller, Young 
LOGO Association and 
, Kathleen Martin, Ph.D., University of 


Dallas 


Written for those parents and teachers 


‘who find themselves totally unprepared 
— maybe even a bit intimidated — by the 
computers invading homes and 


classrooms, THE TURTLE’S 


' SOURCEBOOK offers an introduction 
to the «concepts of software and Logo. 
The reader is carried through the basic 
,commands, defining procedures, recur- 
sion, variables, testing and conditional 


‘statements. Numerous worksheets help 
, the young and young-at-heart through a 
comprehensive introduction to Turtle 
- Graphics. Numerous examples are includ- 
ed, as are demonstration disks. Finally, 


having experienced Turtle Graphics, the 


reader is introduced to the list processing 
and other capabilities of Logo. 
Children learn to experience their en- 


virnoments by manipulating concrete ob- 
jects, and moving their own bodies. By 
translating these movements into the 
language of the Turtle, they learn to 
describe these movements, to ‘‘feel”’ 
them. Included in the SOURCEBOOK 
are many off-computer activities — 
games, body geometry, arts and crafts pro- 
jects — all designed to make the learning 
experience more exciting and more alive. 
Children live it and then translate that 
onto the screen. 

The first edition of THE TRUTLE’S 
SOURCEBOOK was introduced art 
EDCOM ’82 and is available by mail 
order and through select computer stores. 
The SOURCEBOOK, along with a 


demonstration copy of Logo in the 


version of your choice, carries a suggested 


retail price of $29.95. Parents, teachers, 
and interested adults will be able to join 
the YPLA and receive THE TURTLE’S 
SOURCEBOOK for the combined nrice 
of $49.95, 





\ . e 
.| Description 


| 7 Red-trimmed YPLA t-shirts 
: Colored YPLA t-shirts | 

| | YPLA Nylon Jackets 
! The Turtle’s Sourcebook 


(Please add $3.00 shipping) 


Elephant Disks 
| ($27 per box of 10) 


| 
‘| Disk Mailers 
: 7 ($6.95 per dozen) 


| YPLA Software Exchange 
Disk Number... 
Tape Number 


I want to be a YPLA Turtle: 


Color 


Quantity 


Price at 


Sales Tax: 
Total Enclosed: 


All of these are provided at a substantial discount. For a catalog, write to Wildcat 
Computing, Inc., Park Mall Shopping Center, 2438 Avenue K, Plano, Texas 
75074. (214) 424-9151 or 423-0754. 


Apple II, Atari, Basis 108, IBM-PC, TRS-80 Color Computer, VIC 20 are registerd trademarks of Apple 
Computer Inc., Atari Inc., Basis International, IBM Corporation, Tandy Corporations, and Com- 


modore Business Machines Ltd. respectively. 





YPLA Software Exchange programs: for 
each non-copyrighted program you sub- 
mit, you can select the disk or tape of 
your choice from our catalog. We will 
copy your selection onto your disk or tape 
and return it. Please include return 
postage. Apple Logo (TM) disks require 
Apple Logo from LCSI. MIT Logo disks 


require either the Terrapin Inc. or Krell 
Software version of MIT Logo for the Ap- 
ple II. 

YPLA Software is available at $10.00 
per disk or tape, a charge disigned to 
cover only postage, handling and 
materials. There is no charge for the soft- 
ware. 
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C) Tell me more about the YPLA. 
[J 1 am over 18 and here is my $25 membership fee ($40 for air mail delivery 
overseas.) 
(J 1 am a student 18 or younger. Here is my $9 membership fee ($24 for air 
mail delivery overseas.) 


(] Tell me how to setup a Turtle Learning Center chapter. 


Name 
Address 
City 
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